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The Great Old OaK,. 


Yggdrasil Tree. March 13, 2023. Yggdrasil: The Sacred Ash Tree of Norse Mythology - The Public Domain Review Yggdrasil 


The branches of a great Oak tree reach the skies, allowing any brave enough to scale 
its great truck, and see the wide rolling world. ... But always when one climbs the 
highest branches are they finally revealed the beauty of the view, the peace of the 

highest branch, and the understanding of the world beyond. 


- Quotes from Erdan Darante, The Formation of the Council: Book | 
1487 DR 
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Great Old Oak 


The Patron of the Great Old Oak is an ancient being shrouded in mystery and the 
primary protector of the Council of Erdan. The Great Old Oak is so powerful they have 
even crafted a full Domain of Delight in the Feywild called Silverleaf. The Great Old 
Oak is neither a Archfey or a Great Old One warlock patron. Are you willing to make a 
pact with them? 


Patron’s Attitude 


The Great Old Oak patron takes a more 
personal yet unmeddling approach to any 
communication with their warlocks. At times 
a warlock of the Great Old Oak might not 
even know if such an entity exists and usually 
start to doubt if the Great Old Oak is truly an 
oak tree at all. If and when the Great Oak 
does communication with their warlock it is 
in very cryptic and short telepathic visions. 
Warlocks of the Great Old Oak seek their own 
personal densities which they believe the 
Great Old Oak has chosen them for. 


Special Terms of the Pact 


What might seem as a very formal and odd 
form of a pact signature is that any Warlock Pact of the Great Old Oak half-elf warlock, 
of the Great Old Oak patron must agree toa Ehkionart Jan 12, 2021; https: //www.deviantart.com/ehkionart 
intricate list of rules which then result in 
them gaining a bunch of privileges which equivalent to the powers of the patron. 
While only in the actually Council of Erdan does a physical document get signed, the 
Great Old Oak might “ask” their follower to recite a endless list of rules before 
gaining a certain benefit. 

One of the most prominent requirements of the Great Old Oak is the unfaltering 
display of the Crest of Erdan upon their person, at all times with clear visibility. Along 
with this odd rule most followers of the Great Old Oak begin to start worshiping all 
lost lore, books, tomes, and ancient artifact to the point of zealously giving up their 
lives to save a certain piece of information. The deep ties to this patron is easily 
compared to the Council of Erdans’ goals and rules which the Great Old Oak could be 
considered the patron of. 
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Binding Mark 


The Great Old Oak patron very rarely physically marks their followers as other patrons 
might (for example, warlock patrons of Zybilna have a black chicken foot tattoo 
somewhere on their face). One prominent difference between Warlocks of the Great 
Old Oak and other warlocks or people is that a follower of the Great Old Oak display 
zealous behavior around certain objects of ancient or forgotten origins. 

Outwardly, a Warlock of the Great Old Oak is first recognized by their Crest of Erdan 
amulet or symbol visibly worn for all to see. Secondly, almost always these Warlocks 
possess and hoard ancient tomes and artifacts of questionable value from bygone 
ages. 


Patron Features 


The Patron of the Great Old Oak is an ancient being shrouded in mystery and imparts 
powerful abilities to anyone willing to make a pact with it. The Great Old Oak is 
neither a Archfey or a Great Old One warlock patron as described in the Players 
Handbook 5e. Some sages speculate that the Great Old Oak might even been both of 
the entities in one form hailing from an ancient times past and reincarnating into an 
Archfey. 


Expanded Spell List 


Identify, Tree Climb* 
Detect Thoughts, Pass Without Trace 


*Found in Appendix A at the end of the PDF. 


Proficiencies 
At 1st level, you gain the following proficiencies, if you don’t already have them: 
e you learn how to speak Laeveneth (a sub-dialect of Sylvan) 
e you become proficiency in the History (Wisdom) skill. 
e and you gain proficiency in a artisans tool of your choice (list found in Players 
Handbook 5e). 
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Animistic Mind 
At 1st level, the Great Old Oak gives you the ability to converse with all animals and 
Sylvan speaking creatures. You can cast the speak with animals spell on yourself once 
per day. In addition to the spell normal effects you also can speak Sylvan until the end 
of the spells duration. 

You must finish a long or short rest in order to regain this ability. 


Misty Escape 
Starting at 6th level, you can vanish in a puff of mist in response to harm. When you 
take damage, you can use your reaction to turn invisible and teleport up to 60 feet to 
an unoccupied space you can see. You remain invisible until the start of your next turn 
or until you attack or cast a spell. 

Once you use this feature, you can't use it again until you finish a short or long rest. 


Mind Defense 

Starting at 10th level, your thoughts can’t be read by telepathy or other means unless 
you allow it. You also have resistance to psychic damage, and whenever a creature 
deals psychic damage to you, that creature takes the same amount of damage that 
you do. 


Entity Connection 

At 14th level, you can enter a state of mystic meditation which telepathically links 
you with the Great Old Oak. After 1 minute of uninterrupted meditation (same as 
concentrating on a spell) you can choose on of the follow effects to take place: 

e You learn a critical piece of information pertaining to your allies as well as your 
enemies. You gain the knowledge which a legend lore spell would impart to 
you, with the information being up to the DMs digression. 

e For the next 1 minute you can add your Wisdom ability modifier to any attack 
rolls you make. 

e You can send a message to any friendly creature which you have seen and 
spoken to in the last ten days. The message can be composed of up to 24 words 
but must not be transmitted by verbal speech. The message can take on the 
form of a dream of telepathic command. The range of the message is limitless 
as long as the target is not charmed or possessed. Furthermore, the message 
can even surpass planes of existence. 

e You gain advantage on your next save, ability check, or tool check. 

You must complete a long or short rest before you can use this feature again. 
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Pact (re)descriptions 


Pact of the Chain 
You learn the find familiar spell and can cast it as a ritual. The spell doesn’t count 
against your number of spells known. 

When you cast the spell, you can choose one of the normal forms for your familiar 
or one of the following special forms: sprite, awaken owl, awaken hawk, awaken 
squirrel (stats of a rat). 

Additionally, when you take the attack action, you can forgo one of your own 
attacks to allow your familiar to make one attack of its own with its reaction. 


Pact of the Blade 

You can use your action to create a pact weapon in your empty hand. You can choose 
the form that this melee weapon takes each time you create it. You are proficient 
with it while you wield it. This weapon counts as magical for the purpose of 
overcoming resistance and immunity to nonmagical attacks and damage. 

Your pact weapon disappears if it is more than 5 feet away from you for 1 minute or 
more. It also disappears if you use this feature again, if you dismiss the weapon (no 
action required), or if you die. 

You can transform one magic weapon into your pact weapon by performing a special 
ritual while you hold the weapon. You perform the ritual over the course of 1 hour, 
which can be done during a short rest. You can then dismiss the weapon, shunting it 
into an extradimensional space, and it appears whenever you create your pact 
weapon thereafter. You can’t affect an artifact or a sentient weapon in this way. The 
weapon ceases being your pact weapon if you die, if you perform the 1-hour ritual on 
a different weapon, or if you use a 1-hour ritual to break your bond to it. The weapon 
appears at your feet if it is in the extradimensional space when the bond breaks. 


Pact of the Tome 

Your patron gives you a grimoire called a Lore Book. The book appears as a oak-wood 
paneled book with a leather bound spine. The book also has the Crest of Erdan 
engraved on it’s cover. 

When you gain this feature, choose three cantrips from any class’s spell list (the 
three needn’t be from the same list). While the book is on your person, you can cast 
those cantrips at will. They don’t count against your number of cantrips known. If 
they don’t appear on the warlock spell list, they are nonetheless warlock spells for 
you. 
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If you lose your Lore Book, you can perform a 1-hour ceremony to receive a 
replacement from your patron. This ceremony can be performed during a short or 
long rest, and it destroys the previous book. The book turns to ash when you die. 


Pact of the Talisman (Found in 
Tasha’s Cauldron of Everything) 
Your patron gives you a golden 
emblem with the Crest of Erdan 
emblazoned on it, that can aid the 
wearer when the need is great. When 
the weather fails an ability check, 
they can add a d4 to the roll, 
potentially turning the roll into a 
success. This benefit can be used a 
number of times equal to your 
proficiency bonus, and all expended 
uses are restored when you finish a 
long rest. 

If you lose the talisman, you can Crest of Erdan, erdan Darante 
perform a 1-hour ceremony to receive 
a replacement from your patron. This ceremony can be performed during a short or 
long rest, and it destroys the previous amulet. The talisman turns to ash when you 
die. 


Appendix A 


Tree climb 
1st-level enchantment 


Casting Time: 1 bonus action 

Range: Self 

Components: S, M (A piece of non magical bark) 
Duration: Concentration, up to 1 minute 


You can climb like an animal for the duration of the spell. You can only climb what 


you can grip on to like bark on any tree or stone masonry on a building. In addition 
you gain a climbing speed of 25 ft for the duration. 
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Speed Growth 


3rd-level conjuration (ritual) 


Casting Time: 1 action 

Range: 50 feet 

Components: V, S, M (A seed of the plant used to grow which the spell uses) 
Duration: Instantaneous 


You make the seed of the plant seed used for the material component sprout and 
grow to full maturity within a couple of seconds. The area the plant can grow in has 
to be big enough to support the seed, after which the plant will adapt its roots and 
body parts to its surrounding environments but must have no less than 3 sq. feet of 
space to grow in. For example, a flower will grow to its full beauty and its roots will 
burrow into or around any materials it can hold in when you finish casting the spell. If 
you use a tree seed it will grow and its roots will harmlessly wrap around any 
obstacles it comes to as a normal tree would in the time of years. 

The non magical plant will have the same traits as a non magical plant of its type 
and will live in any environment it is placed in like a plant of its type. So if you grow 
an oak seed in the dusts of a desert it will wither up and die within a day due to the 
lack of nutrients and resources it normally needs to grow. 

Everything this spell does is make any plant seed used as the spell component to 
timelapse into its average form before continuing to live on normally. Once cast, the 
plant is treated as a non magical plant of its type with its stats determined by the DM. 
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Erdans Homebrew presents: 
The Gouncil of Erdan 


Caption: The Crest of Erdan 
depicting the Great Old Oak and is four roots 


entangling a leaf, sword, and blue flame of Mystra. 
Artist: Erdan Darante, digital version. 
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Including more that 100 pages of lore, history, magic, and more! 


Check it out on DMs Guild under Erdan Homebrew. 


Erdans Homebrew: Dungeons & Dragons® 2023 


